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The Library Company of Philadelphia 

We reviewed The Library Company of Philadelphia (LCP) with the purpose to evaluate 
its current state and programs and to propose a new program to benefit the library and the 
community it serves. The Library Company of Philadelphia, founded in 1731 by Benjamin 
Franklin, is the “oldest cultural institution” (Library Company of Philadelphia, 1757) and will be 
celebrating its 300" anniversary in 2031 (https://librarycompany.org/ -a). First started as a 
“subscription library”, paid by Junto society members, the library continues to offer its members 
the option to purchase a share and become stakeholders ((https://librarycompany.org/ -d). 

Today this not-for-profit institution is a home to one of the largest collections in the 
United States (and includes over a half of a million books and more than 70,000 others items and 
is an “amazing treasure trove of historical material’’), is free, and open to the public 
(https:/Aibrarycompany.org/ -a). The LCP is an independent research library and, although 
separated from the city of Philadelphia’s public library and the Historical Society of 
Pennsylvania, they complement one another. The LCP is not affiliated with any academic or 
government organization and is supported by endowment, gifts and grants from various 
foundations including the Philadelphia Cultural Fund and Pennsylvania Council of the Arts 
(https:/Aibrarycompany.org/ -a). It is a non-circulating library, is working on digitization and 
most of its collections are now available online (https://librarycompany.org/ -b). 

The LCP’s mission is “to foster scholarship in and increase public understanding of 
American history before 1900 by preserving and interpreting the valuable materials” 
(https:/Aibrarycompany.org/ -a). It reports to the Board of Trustees currently led by the President 
Howell K. Rosenberg. The LCP’s 2017 revenue of approximately $3.5M consisted of $237.4K 


coming from contributions and $127.7K membership dues, $135.2K grants, $116.8K rental 
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income, $97.1K library services with other funds coming from investments 
(https:/Aibrarycompany.org/ -a). Most of the funds are spent on programming ($2.7M) with 
other expenditures including fundraising ($275.3K) and the library management ($733K.) The 
LCP is currently working on its next strategic plan and is seeking consultations from the public 
(https:/Aibrarycompany.org/ -e) and, therefore, our research project is timely and may contribute 
to the bright future of this library. 

The library is located in the heart of the city of Philadelphia in Pennsylvania. Its business 
address is 1314 Locust Street, Philadelphia, PA 19107. Having an impressive history, the library 
has been since “influential in framing the minds” (The Library Company of Philadelphia, 2015, 
p. 20). The library offers a variety of events, among them are exhibits, lectures, symposia, 
conferences, gallery talks, panel discussions, receptions, and “comprehensive” reader services, 
program in African American history, and program in early American economy 
(https:/Aibrarycompany.org/ -f). The library invites its users to connect through various social 
media tools such as RSS feeds, Mail, Tumbir, Flickr Facebook, Twitter, Instagram, and 
YouTube (https://librarycompany.org/ -c). These meet a user on its front page, in the right top 
corner. In addition, on the front page is an invitation to join the library’s email mailing lists; 
among options are e-news brief, press releases, program in African American history, and 
program in early American economy and society announcements (https://librarycompany.org/ - 
c). The LCP library is known for its community programs, particularly Program in African 
American History (awarded in 2017 by The Andrew W. Mellon Foundation), Annual Junto, K- 


12 teacher’s workshop. 
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According to the metrics obtained from QuickFacts! (U.S. Census Bureau, n.d.) on July 
1, 2019, estimated population of Philadelphia is 1,584,064 people. The city of Philadelphia 
population consists of 52.7% females and 47.3% males and have 2.57 persons per household (in 
2014-2018). The city is 41.2% white, 42.3% black/African American, 0.4% American Indian/ 
Alaska native, 7.2% Asian, 14.5% Hispanic/Latino, and 3% mixed. 13.9% of the city’s 
population are foreign-born citizens and 23.1% speak other than English language at home. 
Although the majority of people are computer-literate (84.1% are households with a computer), 
and 83.9% adults (25 years and older) have completed high school or higher degree, only 73.7% 
have a broadband internet subscription. More than ten percent of population live without health 
insurance and 12.4% of persons under 65 years old are disable. Senior population (65 years and 
over) is 13.2%, 3.8% are veterans and 24.9% of people live in poverty. 

Information on the current state of the library together with the demographics and 
community information provide sufficient evidence that the library has valuable resources but 
now needs to consider current trends in the society and in the library and information science. 
The purpose of this project is to, based on the current state information, determine the target 
population(s) and to develop a new program for The Library Company of Philadelphia. 

Project Proposal 
Our proposal is directed toward the African American community, specifically children 


and youth. Since the largest race demographic for the city of Philadelphia is African American 


1! QuickFacts data are derived from: Population Estimates, American Community Survey, 
Census of Population and Housing, Current Population Survey, Small Area Health Insurance 
Estimates, Small Area Income and Poverty Estimates, State and County Housing Unit Estimates, 
County Business Patterns, Non-employer Statistics, Economic Census, Survey of Business 
Owners, Building Permits. 
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(42.3%), and the percentage of population under the age of 18 is 22%, it makes sense to focus on 
a program geared towards this segment of the community (U.S. Census Bureau, n.d.). In light of 
current events around the country at this time, a focus on the contributions of African Americans 
to the history of Philadelphia, and the country as a whole will provide an opportunity for these 
youths to see the stories of their ancestors in relation to the history of our country. It will also 
provide an opportunity for those not of this demographic to understand and empathize with them. 
The American story is one of many facets, backgrounds, and contradictions, but it is also one 
that all Americans need to learn and understand so we can build a better country for us and future 
generations. 

We feel this project would be an excellent opportunity for the Library Company of 
Philadelphia (LCP). The Library has done exhibits on African Americans in history including 
last year’s, From Negro Pasts to Afro Futures: Black Creative Re-Imaginings, however, this was 
not geared towards children and youth (O’Neill-Dietel, 2019). Children are the future, and to 
help them build a better tomorrow they need to understand the past. Presenting the story of 
African Americans within the American story will also help these youth recognize the strength 
from which they come, the courage they can build upon, and the faith that they can make their 
world better. In other words, they can own their chapter in the American story. 

In return we want this community to feel that the Library Company of Philadelphia is part of 
their community. In Nine to Nineteen Youth Museums and Libraries: A Practitioner's 

Guide, they share a project created by the Birmingham Civil Rights Institute. They say it best on 
how this type of program can achieve this. “The program actively cultivates in participants and 


their families a sense that cultural institutions belong to their community and desire to support 
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cultural heritage” (Downs, 2008, p. 14). By creating this program the Library will be investing in 
its own future as the entire community will feel invested in them. 

According to the Practitioner’s Guide the most successful youth programs involve youth 
in their creation (Downs, 2008). Therefore, we propose that the Library work with local schools 
and organizations such as the National Association for the Advancement of Colored People 
(NAACP), to identify youth to aid in the design. Using this format the program’s benefits will 
extend beyond sharing the African American story to providing experience and skills for those 
youth involved in the creation. 

Our proposal has two parts. One would be an in house exhibit, where visitors can come 
and see the artifacts, documents, etc first hand. The second would be an online experience that 
the participants can immerse themselves in the history they are learning about. By creating both 
the Library will reach not only those within their physical community, but many more 
throughout the nation. 

Program Implementation 

The Library Company of Philadelphia has created unique and innovative programs that 
serve marginalized communities. Their past program, “Redrawing History: Indigenous 
Perspectives on Colonial America” partnered with Native American authors, artists, and 
publishers to create a graphic novel that “reinterprets the Paxton massacre from the perspective 
of the Conestoga” (https://librarycompany.org/ -g). Building off of the precedence of this 
inclusive initiative, we are proposing a program that highlights the history of black 
Philadelphians including their stories, oppression, and historically overlooked contributions and 
triumphs. While the program aims to provide a platform and educational experience that 


showcases black history and excellence, it also aims to utilize the program to educate the 
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community better and help provide unbiased education and information that has not been 
provided in public school curriculums that have a long history of prejudice and bias (Hester, 
2018). 

The program will be tailored to reach youth and adolescent populations primarily, in 
order to provide education to aptly malleable and receptive young minds as research proves that 
to change inherent biases and prejudices, the best population to focus on is children and younger 
generations. Younger learners typically possess more creative thinking and learning patterns and 
their brains have high plasticity which allows for them to more rapidly and easily absorb 
information (Huguet, 2015; Turner, 2018). The program will utilize two methodologies: a 
physical library exhibit that will provide a more traditional museum experience and an online 
game that children and teens can play at home and can be accessible to patrons of all income 
levels and backgrounds. The physical exhibit will feature the same educational information and 
historical facts presented in the game, but will be simpler and will offer an in-person experience 
for library patrons, for library patrons with learning disabilities that make online learning formats 
difficult, and for older patrons who don’t regularly use online gaming platforms or who are not 
interested in learning via an online gaming format. 

The online video game’s design will feature a combination of role playing and puzzles. 
The role playing will allow the target audience to gain experience and perspectives outside of 
their own and the puzzles will help challenge their brains and keep them invested in advancing 
throughout the game. The game will feature a style similar to current popular online games from 
the company, TellTale Games. The game will be vetted by historians to ensure that it is 
historically accurate and will feature stories and content vetted and chosen by black scholars and 


activists. Since primarily white voices have chosen and outlined most public school curriculums 
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throughout the country, our program will follow the precedent set by the Library’s Native 
American program and will be created by and highlight black voices and experiences (Epstein & 
Gist, 2013; Hester, 2018). 

Video games are extremely popular with children throughout America. According to the 
Pew Research Center, in 2018 “more than eight-in-ten teens (84%) say [said] they have a game 
console at home or have access to one, and 90% say [said] they play video games on a computer, 
game console, or cellphone” (Perrin, 2018). According to Dr. Sam von Gillern, a professor at the 
University of Missouri who specializes in digital literacies and game-based learning, “video 
games are a learning experience where people interpret symbols, experiment with the controls 
and digital environments, and then learn from their experiences to guide future actions in the 
game” (Green, 2018; University of Missouri, n.d.). Authors Agoritsa Makri and Dimitrios 
Vlacopoulos examined cumulative current research and deducted that video game “simulations 
are often perceived as enjoyable learning tools, which require active and collaborative 
participation and contribute to the improvement of critical thinking and reasoning, higher-order- 
and metacognitive thinking. Simulations provide students the opportunity to observe the 
outcomes of their actions, and take responsibility for decision-making via problem-solving 
competencies, thus leading to a more active, transformative and experiential reception of 
knowledge” (2017). Making history books come to life in a thoughtful, inclusive, and historically 
accurate manner can help teach and reach the youth of Philadelphia. 

The proposed program will be funded through multiple revenue streams. The program 
will first utilize in-house revenue streams including current library sponsors, shareholders, 
membership dues, and donations. Current curator sponsors include Fox Rothschild LLP, Pepper 


Hamilton LLP, Brown Brothers Harriman, and the Julian A. and Lois G. Brodsky Foundation 
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(Library Company, n.d.). The program will then utilize local and federal grants procured through 
grant proposals written by the program’s team. The program will also propose partnership and 
investment to video game companies like TellTale and Electronic Arts Inc. (EA Games) to help 
complete the project. EA Games has launched past education initiatives like their digital 
education initiative, Play to Learn, which focused on teaching them topics such as “binary 
numbers, scientific notation, the Pythagorean Theorum, probability and basic coding language” 
(Electronic Arts Inc., n.d.). They would be a great company to partner with to help curate and 
launch our program. 
Evaluation 

In order to get this program started, the online game will need to be developed and the 
physical exhibit will need to be designed. The budget for these will come from the revenue 
sources. Once the online game and physical exhibit have been constructed the program can be 
released to the public and we could record the success of the program by monitoring how many 
people visit the exhibit, how many access the online game, and a short, optional survey will be 
given to patrons to assess their feelings on the program. Questions on the survey will be in 
regards to how much patrons enjoyed the exhibit and the game as well as if they learned 
anything from the program. The survey for the game could be programmed to appear after a 
patron has completed the length of the game. The questionnaire should have open-ended 
questions, where respondents provide a response in their own words (Pew Research Center, 
2020). With open-ended questions, we can get more accurate opinions on the program. For 
measuring the amount of people who attend the exhibit, an electronic survey setup could be 
placed outside the exhibit as well as having a head counter. Since everyone may not take the 


survey having the head counter could provide a more accurate count. 
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With the results from the surveys and the recording of how many people utilized both the 
exhibit and game, we can use this data to determine if the program was successful. Based on the 
number of people who used the game and went through the exhibit we can determine how many 
enjoyed the program, how many didn’t and determine how many learned something from it. The 
ideal outcome for the program is to educate patrons by representing black and African-American 


voices and stories throughout history. 
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